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WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER 
ENTERTAINMENT SYSTEM. 


- Avery small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns 
or backgrounds on a television screen or while playing video games, including 
games played on the PlayStation 2 console, may induce an epileptic seizure in 
these individuals. Certain conditions may induce previously undetected epileptic 
symptoms even in persons who have no history of prior seizures or epilepsy. If you, 
or anyone in your family, has an epileptic condition, consult your physician prior 
to playing. If you experience any of the following symptoms while playing a video 
game — dizziness, altered vision, eye or muscle twitches, loss of awareness, 
disorientation, any involuntary movement, or convulsions — IMMEDIATELY 
discontinue use and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD type. 
Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer Entertainment 
America may damage your console and/or invalidate your warranty. Only official or 
licensed peripherals should be used in the controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 

e This disc is intended for use only with PlayStation 2 consoles 

with the NTSC U/C designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and 

keep it in its protective case when not in use. Clean the disc with a lint-free, 
soft, dry cloth, wiping in straight lines from center to outer edge. 

Never use solvents or abrasive cleaners. 


World Tour Soccer 2005 Tips and Hints 
Consumer Service/Technical Support Line 1-800-345-7669 


Call this number for technical support, installation or general questions 
regarding PlayStation®2 and its peripherals. Representatives are available 
Monday — Saturday 6AM — 8PM and Sunday 7AM — 6:30PM Pacific Standard Time. 


Game Hint Guide Information 


PlayStation Underground Game Guides 
For free hints and tips visit us at www.us. playstation.com. 


Sign up and become a member of the PlayStation Underground and access free hints, 
tips, and cool moves for games produced by Sony Computer Entertainment America. 


No hints will be given on our Consumer Service/Technical Support Line. 
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. MEMORY CARD slot 2 
MEMORY CARD slot 1 — =a 


= —__—__— disc tray 


RESET button 


OPEN button 


controller port 1 ——— 


| 
USB connector | | 
controller port 2 


Set up your PlayStation®2 computer 
entertainment system according to 
the instructions in its Instruction 
Manual. Make sure the MAIN 
POWER switch (located on the back 
of the console) is turned on. Press the 
RESET button. When the power indi- 
cator lights up, press the open button 
and the disc tray will open. Place the 
World Tour Soccer 2005 disc on the 
disc tray with the label side facing up. 


Press the OPEN button again and the 
disc tray will close. Attach game con- 
trollers and other peripherals, as 
appropriate. Follow on-screen instruc- 
tions and refer to this manual for 
information on using the software. 
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MEMORY CARD(8MB) (PlayStation 2) 


™Saving Data 


You must insert your MEMORY 
CARD before you save or load a 
file. World Tour Soccer 2005 
saves user-defined options and 
all data for Competitions, 
Settings, and Records. 685KB of 
memory must be available on 
your MEMORY CARD in order to 
save Competition data, 390KB 
are needed for Settings data, 
and 108KB of memory is needed 
to save Records. If you do not 
use a MEMORY CARD all World 
Tour Soccer 2005 data will be 
lost when you turn OFF your 
PlayStation 2 console. 


When you turn on your PlayStation®2 
console, if a MEMORY CARD is 
inserted you will be asked if you want 
to create a save file. A save file is 
used to save all game and 
competition data while you play or set 
up World Tour Soccer 2005. Once a 
save file is created, you will be 
brought to the Main Menu. 


Note: You can also create and load a 
saved file from the MEMORY CARD 
Menu located in the Options Menu. 
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DUALSHOCK*2 ANALOG CONTROLLER CONFIGURATIONS 


R2 button 
R1 button 


L2 button 
L1 button 


directional 
buttons 


LZ button 
left analog stick © button 
(L3 button when pushed down) 

SELECT button X_ button 
ANALOG mode switch ] “buna 
START button 


right analog stick 
(R3 button when pushed down) 


mAutosave 
Autosave is used to automatically 
save all game data changes and 
competition data to your MEMORY 
CARD. When you make the first 
change to your game’s settings, 
you will be asked whether you want 
to set Autosave ON. Autosave can 
also be turned ON/OFF from the 
MEMORY CARD Menu located in 
the Options Menu. 
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‘Left Analog Stick 


Use the Left Analog Stick to control any aspect of the game where you would use the 
4 /4/ €/ = controls of the D-Pad. 


Note: You can choose from three different controller configurations for your game 
setup. From the Controller Assign screen, press / to select from a 
configuration of WTS1, WTS2, or WTSS3. The default configuration of WTS1 is 
described below. See page 20 for configurations of WTS2 and WTSS controls. 


Offensive Attack 

Player MOVEMENt .....eceeeesecccceceeeel (F/O / > 
Shoot / Defensive clearance ....ceseceeee® 

Short Paha, sacseccsvensasuassoupecussae 

Aerial pasSS....ccecccccccccccccccscccsee ® 

Throughball .......cccccceccccccccccceee 

Spin™ .cccccccovcccccccccccccsccccccccc MEM (tap) 

Step OVEF. .ccecccccccccccccecccccccccece MAM (Hold) 
Sprilttcscwnccises soe siviste ci cc.sslse'cc's oe slc Mumm 

Deliberate dive... ..scccccccccceccccvccee MEM 

SHIMMY, .....cccccccccccccccccccccceces MEM (tap) 

Wrong f00t ..creccccccccccccccccccccoces MEM (hold) 
Change in-game strategy (see page 8) ..... Right Analog Stick 
PAUSGIGAME's<ie0 sc sce meaecinidstecietisccecetor, 


*Only available for certain star players. 


Advanced Offensive Attack 
Ground pass One-tWO....eeccecceccccccess 9 then® 
One-two with return chip pass ........se.00- 69 then ® 
Give and go ground one-two.....eeeseeeee O89 then hold @ - release for return pass 
Give and go one-two with return chip pass. . . € then hold @ - release for return pass 
Volley / Header paSS......0eeeeeeeeeee000% @ (as ball approaches in air) 


Volley / Header shot .....e+eeeeseeeeeeeee0 © (as ball approaches in air) 
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Set Pieces - Goal Kicks 
Kick ball long ...ccsccccccccccccccccsccccccs 


Pass ball to teammate ....ccccccccccccccccces 
Initiate Icon Passing (see page 9) ...eeccccceee 


Change zones for Icon Passing .....ececcceee 
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Camera ZOOM ..cccccccccccccccscccccccccscs 


Corner Kicks/Free Kicks 

Kick ball ..cccccccccccccccccccccccccccccces 
Pass ball to teammate .ocececcccccccccccccccs 
Initiate Icon Passing (see page 9) .....seeeeee 
Change zones for Icon Passing «..sseeseeeees 
Camera ZOOM ..ccccccccccccecccccccsccccces Mil 


Shoot ball ..ccsccccccccccccccccccscvccseces 


opgge® 


Throw In 
Roll / Throw ball short 


ee eerereesessesesesese 


Throw ball 1ONG,......cccccccccccccccccccccs 


@e 


Defense 

Player MOVeMENt ..eccccceccccscccccccsccce R/ GY / = /™> 
Switch player ..ccccccsecccccccccccccccceces 

Hook slide tackle ...csccccccccccccccccceses @ 

Block tackle ...ececccccccccecccccssccsccsess@® 

Two footed slide tackle ....sseceessseceeeeees® 

Sprint ..ccccccccccccccccccccccccccccccccccs MRM 
Deliberate foul ....ecccccccccccccccccccccces MEM 
Teammate assist ....ccccccccccccccccccccccs MEM (hold) 
Goalie rush Out ..cseccccccsccccccccsccccees ME (hold) 
Change in-game strategy (see page 8) .---«+..~ Right Analog Stick 


Patlee GainiGideccss sccisssccciceseeccaccadles tamer 


Defending Free Kick 
Move wall right. ...scccccccccccccccccccccees MEM 
Move wall left. .cccccccccccccccccccccvcccoes MEM 


Make wall jUMP...ccccccccccccccccccccccccss MMM 
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Playing the Game 


_ ™Strategies 

"In-game strategies allow you to change 
your team’s offensive and defensive 
playing style, such as player locations 
and assignments, on the fly. Hold the 
Right Analog Stick = / = to cycle 
through game strategies and T/ $ to 
cycle through different team formations. 
As you set your calls, the strategy 
symbols shown below will appear in the 
bottom corner of the screen. 


Ail Out Defend All Out Attack 


Counter Attack Push Down Center 


Balanced 


Push Down Wings 


mTaking Shots On Goal 


The shooting system allows you to set 
the exact height and direction of your 
shot. Hold © to start the shot meter. 
The longer you hold @, the higher the 
bar on the meter will rise, which will 
determine the height of your shot. 
Tapping © will result in a shot along 
the ground. The direction that your 
player is facing and whether you use 
the Left Analog Stick «= / = to curve 
your shot will determine the direction 
of the kick. 
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Auto Crossing 
When in the crossing zone of your 
opponent's half of the field, an aerial pass 
will cross the ball into the center. You will 
know when your player is in the crossing 
zone, as the control icon under his feet 
will change. Crosses feature automated 
curving of the pass to help direct it to an 
open player. Depending on the location of 
the goal, using the Left Analog Stick 
when an aerial pass is released will 
determine the curve on the ball. 


1. Left Analog Stick away from the goal - 
the ball will curve away from the goal, 
depending on the foot the player 


kicks with. 
2. Left Analog Stick towards the opposite 


goal -a low driven cross, good for 
volleys or diving headers. 

3. Left Analog Stick DOWN - a high, 
looping cross, good for headers or 
overhead kicks. 

4. Left Analog Stick DOWN towards the 
goal - the ball will be curled towards 
the goal, depending on the foot the 
player kicks with. 

5. No directional control - a normal cross. 


mSet Pieces 
Before goal kicks, corner kicks, or free 
kicks, you can press to choose a set 
of controls for putting the ball in play. You 
can use the Directional Passing system 
or the Icon Passing system. 


Directional Passing 

During set pieces, to kick the ball to a 
part of the field or a particular player in 
a set piece, press the Left Analog Stick 
© / = to point to a location of the 
field, and then press @ to start the shot 
meter. Hold @ for a long pass or kick 
or tap it for a short pass or kick along 
the ground. 
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Icon Passing 

The Icon Passing system allows you to 

target certain locations of the field with your 

kick. Button icons that correspond with the 

buttons on your controller will appear in 

, zones on the field. Press &, @, ®, or © to 
aim a kick towards that area of the field. To 
change zone locations, press EGE. You can 
also force the targeted player to run ina 
certain direction for the pass by using the 
Left Analog Stick while holding the 
corresponding icon button of your controller. 


Throw-ins 

You can use either the Directional 
Passing system or the Icon Passing 
system to throw the ball in from the side 
to a particular player. 


Penalty Shots 

You can aim a penalty shot towards five 
different areas of the goal as shown 
below. Press and hold #+ or @ to 
aim at zone 1, § + for zone 2, f+ 
=> or ™> for zone 3, $+ = for zone 4, 
or f, ¥ orno direction for zone 5. 


World Tour Soccer 2005 


Press © to stop the accuracy meter 
bar within the accuracy zone to strike 
an accurate shot. If you shoot when 
the bar is outside of the accuracy 
zone, you will miss the penalty. The 
speed of the bar within the accuracy 
meter and the size of the accuracy 
zone will be determined by each 
player’s composure and shooting 
accuracy ratings. 


Saving a Penalty 

To save a penalty shot, choose a 
direction for your goalie to dive by 
pressing & + @, >, f, or ¥. Not 
pressing a direction or by pressing 
just f or $ will keep the goalie in 
place, standing his ground in an 
attempt to make a save from anything 
aimed down the middle. 


Note:You can press = / = before the 
shot is taken to move your goalkeeper 
left and right along the goal line in an 
attempt to psyche out the kicker. 


Curving The Ball 


To apply curve to passes or shots 
press the Left Analog Stick «= /=™ in 
the direction you want the ball to curve 
after you release it. 


Pause Menu 

Press B- during a game to bring up 
the Pause Menu. Available options 
allow you to make additional changes 
to your game setup. See Options on 
page 17 and Team Management on 
page 12 for information on menu items 
not shown here. 
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Continue Match 
Return and play the current game 
where it was paused. 


Replay 

Replay the latest possession. Use 
the on-screen replay controls to 
operate the replay function. 


Match Stats 
You can view the stats of the game 
as the match unfolds. 


Controller 

From the Controller Menu you can 
switch teams, reassign a user 
record name, or select a different 
controller configuration. If you do 
choose to switch teams or reassign 
a user record name during a match, 
that match will not be recorded in 
Records. 


Restart Match 
You can start the current match over 
at any point during the match. 


Abort Match 

Quits the current match. If you quit a 
match during a competition, you will 
lose the game. 


mExhibition 
Exhibitions are matches that can be 
played by choosing any two teams. 
Before your game starts, take the 
opportunity to customize your game 
options at the Match Setup screen. 


mMatch Setup 


Difficulty 

The game’s difficulty level will 
determine the offensive and 
defensive ability of the players. The 
Master Class level will provide you 
with the most advanced and realistic 
playing level. 


Extra Time Format 

If your match is tied at the end of 
regulation, the match will be decided 
by the results during extra time. 


Normal 

Set to Normal, extra-time is played in its 
entirety (two halves of 15 minutes 
each). The team with the most goals at 
the end of extra-time is the winner. If the 
game is still tied after extra-time, there 
is a shootout in which each team gets 5 
penalty shots. The team that scores the 
most goals in the shootout wins. If the 
game is still tied after the shootout, a 
sudden death match will take place. 
Both teams will take turns shooting 
additional penalty shots and the winner 
will be the first team to score. 


Golden Goal 


Set to Golden Goal, the winner is the 
team that scores the first goal during 
extra-time. If no goals are scored at the 
end of the extra-time, the game will 
move to a best-of-5 penalty shootout. If 
the score remains a tie, the teams will 
take turns shooting penalties until the 
first goal is scored and their opponent 
does not score. 


Silver Goal 

Set to Silver Goal, the entire first half of 
the extra-time is played and the team 
that scores the most goals is the 
winner. If the game is tied at the end of 
the first half of the extra-time, the 
second half is played. If the game 
remains tied after the second half, the 
game will be moved to a best-of-5 
penalty shootout. If the score remains a 
tie, the teams will take turns shooting 
penalties until the first goal is scored 
and their opponent does not score. 


Second Leg 

Using the Second Leg option, you will 
play two exhibition matches instead of 
one. The total score of the two matches 
will determine the winner. 
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Yellow/Red Cards 

During a match, referees can use yellow 
or red cards to determine the severity of 
a foul. If a player receives two separate 
yellow cards or one red card for fouls on 
the field, he will get ejected from the 
match. When a player gets ejected, his 
team will have to finish the match one 
man short. 


Offsides 

A player is offside when he is nearer to 
his opponents’ goal line than both the 
ball and the second to last opponent. 


mTeam Selection 

There are hundreds of teams to choose 
from including those from International 
and Club leagues as well as Timewarp 
Club teams, schools teams, semi-pro 
leagues, and teams that you have created 
and saved to your MEMORY CARD 
(8MB)(for PlayStation 2). You can also 
choose from a list of your top ten favorite 
teams that you have been using. 


1. To select teams, press = /=™ to select 
Intermationals, Clubs, Specials, or Favorites. 

2. Press #/¥$ to select a team option, and 
then press = /™ to select the team 
category of International, Clubs, etc. 

3. Press @ to enter a team list. 

4. Press #/$ to select a team, and then 
press @ to choose the home team. 

5. Repeat these steps to choose an away 
team. 

6. Once you have selected home and 
away teams for your match, determine 


the kit (uniform) styles. Kit selections for 


both teams are made at the same time 
by pressing  / = to select styles. 


Assign Controllers 


Select your control of a team for the 
match from the Assign Controllers 
screen. You can also switch the 
player switching mode from manual to 
automatic, choose a user record 
name, choose a controller 
configuration, and turn the vibration 
feature ON/OFF. Using a Multitap, up 
to eight users can play in an 
exhibition match. 


1. Press  /=™ to select a team. 

2. Press @ to choose Manual or 
Automatic player switching during 
the match. Automatic player 
switching will occur during the match 
by always switching you to the 
player closest to the ball. To move 
closest to the ball with Manual 
player switching, you must press &@ 
during gameplay. 

3. Press / (GEE to scroll through 
and choose a user record name from 
the list of users that you have created. 
User records keep track of game 
statistics from teams and players that 
you control. See User Records on 
page 19 for more information. 

4. Press / EB to choose a 
controller configuration. You can 
choose from one of the three 
available controller configurations — 
WTS1, WTS2, or WTS3. 

5. Press © to toggle the vibration 
option ON/OFF. 

6. Press @& to continue. 
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i, Team Management will have assigned to the bench will depend 
"From the Team Management screen, you on the competition. The first eleven players 


: sales : shown on the player list are the team’s 
can edit your team’s line-up, formations, starters. Those shown in orange are players 


and player roles as well as set your : hare ; 
team’s default strategy for the match. the — pi are Nise lay sai 
Remember that strategies can be Players can be substituted in and out of the 
changed on the fly during gameplay by line-up or you can change their positions on 
holding the Right Analog Stick. the field. To make a player or position 
change, highlight a player and press €% to 
Edit Formation tag him, then highlight a different player and 
Formations are made up of three press 9 again. Both players will be moved 
lines that include defense, to their new locations on the team roster. 
midfielders, and attackers that “ 
determine the balance of your team Player Attributes 
on the field. Select the formation that Listed next to each player on the team roster 
you would like to use for your match. is a player rating which represents the 
You can also edit a formation by player's overall ability. To view a more 
customizing its lines. Using the detailed list of your player's attributes, press 
formation display in the center of the 4/4 from the roster list to select a player 
Team Management screen, you can and press ed to bring up an attributes 
watch as you make line changes to display window in the center of the screen. 
make sure that your edits are Press €= / = to view the player's complete 
satisfactory. By customizing your list of attributes. To compare his attributes to 
lines and formations, you can create a teammates’, press f/ 4 to select a 
different kinds of defensive minded different player and his attributes will be 
and attack style formations. displayed along side that of his teammate. 
© Edit Player Roles 
Player roles determine your player 


specialists, such as the team captain, the 
free kicker, the penalty kicker, and the comer 
kicker. To change a player's role, highlight a 
player and press €% to bring up the roster 
list. Select a new player and press 8 to 
make the change. You can search for a 


suitable replacement and study player stats 

by pressing @. 

Note: Player roles can be assigned to 
Default Strategy ; starting players or those who are currently 
Default Strategy is your team’s offensive on the field during a match. 
and defensive style for the match. 
Strategies will determine the types of Competitions 
offensive attack styles you use, the World Tour Soccer 2005 provides five 
players used in running them, the challenging and exciting competitions for 
defensive game plan, and how your you to choose from. You can play in Cup, 
players set up their defensive lines. League, and Season competitions or use 

<n the Career and Challenge modes. If you 

Edit Line-Up already have saved a competition onto 
Editing your line-up, you can set your your MEMORY CARD, you can continue it 
starting line-up and assign your bench by selecting Load Competition from the 
players. The number of players that you Competitions screen. 
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After each game your team’s news page 
will be displayed and will show all 
pertinent team information up to that date 
including player injuries and suspensions, 
any recent financial activity, and if you 
need to go to the Transfer Market to 
check your transfer news. 


mNew Cup 

A New Cup allows you to choose from 7 
international cup competitions or play in a 
Timewarp Cup, which is an exciting cup 
competition featuring 20 teams spanning 
five decades. You can also create a 
Custom Cup that allows you to customize 
the entire cup format. Depending on the 
cup type and its format, you can set it up to 
include additional human teams and play 
for a number of different squads. For each 
cup you will also have the option to choose 
its difficulty level and match length. 


Note: In World, nc deck phe 
Grou stages: K yor Guelte by reiritin 
the group stages, you will enter the 
competition's semi and finals rounds. 


Custom Cup 

When playing a Custom Cup you can 
create the cup format by choosing 
whether to include group stages, the 
number of groups, the number of legs 
in the group stage, the number of 
teams to advance from the group 
stages, legs in the knockout stages, 
and the extra time format. 


Selecting Teams 

When choosing your teams for the cup 
competition, you will be selecting all 
human teams first. For some cup 
competitions, you will also be able to 
choose the CPU teams. For these cups, 
teams will have already been selected, 
but you may clear the CPU teams and 
choose others to be represented by the 
CPU. Once cleared, you can select as 
many of the CPU teams as you like. If 


you only want to manually choose 
some of the CPU teams, you can 
randomly fill the rest by pressing @. 
All team slots must be filled for human 
and CPU controlled teams before 
continuing to your cup competition. 


To remove a selected team from a 
human or CPU team list, press x] 
to reenter the Team Selection list. 
Press t./4§ to highlight the same 
team, and then press @ to clear 
the team and create an empty slot. 
You can then select a new team for 
the competition. 


Edit Cup 

From the Edit Cup screen, you can 
alter the groupings of the cup 
competition by reworking the 
makeup of each group. Teams within 
each group play one another to 
determine which teams move on to 
additional playoff rounds. You can 
change groupings manually or by 
pressing © to shuffle the teams 
throughout the groups. 


1. Select Edit Groupings and press 
@ to be able to manipulate the 
groups. 

2. Press f/$/ @/ = to move 
throughout each group to select 
teams to switch. 

3. Press @ to tag a team to move to 
a different group. 

4. Press f/$/ @/™ to select a 
new team and press €& to make 
the switch. 
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; “= New League 

“The New League mode allows you to 
create a custom league, play ina 
Timewarp Club League or play in a 
Super Team League. Creating a 
custom league you can choose the 
number of teams that play and number 
of times they play each other. Ina 
Timewarp Club League you will be 
competing with and against the 20 
best teams of all time. 


Superteam Championships 

To be able to play in a Superteam 
League, you must earn enough 
tokens through your gameplay to be 
able to purchase a Superteam from 
the Club Shop, which is located in 
the Records Menu. Superteams are 
made up of a team’s greatest 
players throughout its history from 
each continent. See Club Shop on 
page 19 for more information. 


™New Season 
There are 23 National Seasons that you 
can play including regular league and 
club tournaments. As you progress 
through each year, you can qualify for 
continental and global club competitions. 
From the New Season screen, you will 
be able to customize your season by 
choosing the difficulty level, match 
length, home stadium, and whether to 
include transfers. The Transfer Market 
only applies in Season mode. Before 
starting your season, you can customize 
your team (except Player Attributes) 
using all of the options described in the 
Custom Team section on page 17. 


Transfers 

Transfers allow you to bid on players 
from other teams and sell players 
from your team. Each team starts the 
season with a modest bank balance 
for purchasing players. You can earn 
more money buy winning trophies or 
selling players. The more money you 
have the more you can invest in other 
players. A team must have a 
minimum of 18 players and is only 
allowed a maximum of 26. 


m=Competition Homepages 
Once your New Cup, New League, or New 
Season is set up, you will begin your play 
from the competition’s homepage where 
you will be able to manage your team, view 
the fixtures, check out standings and 
performance stats, set options, and save or 
quit a competition. The following are 
options that may appear on any homepage. 


Team Management 

During a competition, in addition to 
those options shown under Exhibition 
Team Management on page 12, you can 
also edit your player’s shirt numbers. 


Transfer Market 

In the Transfer Market, search for players 
who will be an asset to your club or look 
for potential buyers of your players. 


Note: As players get older they will 
eventually retire. If you cannot sell your 
aging players, as they retire, a youth 
player from your team will replace 
them on the squad. 


News 

News of player bids can be read from 
the News screen. During the season, if 
you receive a bid for a player, you will be 
alerted to it when you read your team 
news after a game. Before progressing 
to the next match you must go to the 
Transfer Market and deal with any 
pending inquiries from the News item. If 
you accept the bid, that player will leave 
your team and the money will be moved 
into your account immediately. If you 
make a bid for a player and it is 
accepted, the player will be added to 
your team. You will only be able to sell 
players when you receive a bid for them. 
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Search Players 
To find the right players to bid on, search 
for players that meet your team needs. 
From this screen, you can narrow your 
search for a player down to specific types 
of players. For instance, you can focus 
your search on positions, player value, 
player age, transfer status, country of 
origin, etc. The results of your search will 
depend on the criteria you enter. 


1. Press t/§ to choose a search 
option, and then press  / ™> to 
change the type. 

2. Press t/$ to select Search, and 
then press @. The search results 
will show every player that fits your 
selected criteria. 

3. Browse the Search Results grid in an 
attempt to find the right player for your 
team. You can press 4 /™ to select 
an attribute column, and then press © 
to sort each player, organizing the 
player list from best to worst. 

4. Press ¥/¥§ to highlight the player that 
you would like to make a bid on, and 
then press € to continue to the Player 


Profile screen. From this screen you will 


have the opportunity to look over the 
player’s stats one last time before 


making a bid. You can then either make 


a bid or add the player to your shortlist 
where you can offer him a bid at 
another time. 

5. To make a bid, highlight Make Bid and 
press @. 

6. Press  / = to choose a bid number, 
and then press @. If a bid is rejected 


you will have the option to submit a new 


bid. It is important to remember that if 
you submit three bids on one player 
and they are all rejected, that team will 
not do business with you for a period of 
time. If your bid is accepted, you will be 
able to add the player to your team. 


Shortlist 
You may want to add a player to the 
shortlist if you are not sure whether you 
should bid for him or if your team does 
not have enough money to sign him. 
You can have a maximum of ten 
players on your shortlist. By adding 
players to the shortlist, you can take 
your time to decide on which player 
you should sign. If your shortlist is full 
and you want to add another player, 
you must first remove a player to 
create an open position. When you 
place a player on the shortlist you will 
be updated with any transfer news 
relating to that player. If other clubs 
show an interest in him as well, you will 
be notified of the situation. If another 
team makes a bid, you will also have 
the chance to make a bid. 
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Set Squad Status 

Using the Set Squad Status option, 
you can set the transfer status of 
each player. A status of “Available” 
indicates that you are willing to 
consider bids on the player, but that 
you are not actively trying to sell 
him. By listing a player as available, 
other teams will know that if they 
want him, they will have to make a 
good bid. A status of “Unavailable” 
indicates that you are not willing to 
consider any bids. Newly purchased 
players are always listed with a 
transfer status of unavailable. A 
status of “Transfer Listed” indicates 
that you want to sell the player and 
that you will consider any bid. 


Note: Player values will be listed to 
help you make good transfer decisions. 
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Transfers In/Out 
Transfers In/Out will show your 
transfer activity on a per season 
basis. Each year it will keep track of 
the players you have purchased 
and the total amount of cash you 
have spent to obtain them. It will 
also show the players you have 
sold and the amount of earnings 
from each sale. 


Finances 

Your team’s finances are important 
to keep track of and from this 
screen you will be able to see the 
incoming and outgoing funds for the 
year’s total and the current week. 
You will also find the team’s 
available funds used to purchase 
players, fields, teams, and more. 


Schedule 

The Schedule screen shows the 
team’s schedule for the Cup, 
League, or Season. Although 
games must be played in order of 
the schedule, you can simulate as 
many games as you like. The more 
games you simulate however, the 
worse your team’s results will be. 
You have a much better chance of 
winning games if you play them. 


Simulating Games 

To prevent you from simulating any 
previously unscheduled matches 
and being knocked out as a result, 
if you simulate a large number of 
matches the simulation will stop 


before your cup game. You can then 
choose whether to play the match or 
re-simulate the result. 


1. Press @ to activate simulation mode. 
A bar labeled SIMULATE will appear 
above the next match on the schedule. 
In a New Season you will have to 
press @% to enter the fixture grid before 
being able to simulate a match. 

2. Press f/$ to move the bar, 
selecting the number of games you 
want to simulate. 

3. Press @ to simulate. 


Cup, League or Season Standings 
Standings show the win/loss record of 
each team, the date and opponent of 
each match, and the results of each round 
of tournament play. 


Performance Stats 

These stats show the performance of your 
players, team, and manager and will help 
you to analyze your overall team status. 


Options 
See Options on page 13 for more 
information on game options. 


Save Cup, League or Season 

Use the Save option to save your Cup, 
League or Season progress, if you are not 
using the Autosave feature. See MEMORY 
CARD on page 4 for more information. 


Quit Cup, League or Season 

If you want to quit the current competition, 
use the Quit option. Any unsaved data will 
be lost upon quitting a competition. 
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mCareer Mode 
Career mode is a season format with the 
goal of getting a school team promoted 
from the School League into the Semi- 
Professional League within one year. 
Once you reach the Semi-Professional 
League, you have two chances to win the 
league and get promoted to the lowest 
professional division of the league of your 
choice. If you succeed in the Professional 
League, you can earn money to purchase 
players in the Transfer Market. Before you 
start, you should customize your team 
using the options described in the Custom 
Team section on page 18. You can edit 
the team name, manager name, team kit, 
and player appearances. 


mChallenge Mode 
Challenge mode is a fantasy league style 
of play where you receive points for your 
performance on the field such as making 
tackles, passing the ball, and scoring 
goals. As long as you are skillful and play 
an attacking style of soccer, you will be 
awarded points. Sloppy play such as 
missed tackles and bad passes will result 
in a reduction of points. Challenge mode 
is a one-match game format. 


Options 

The Options Menu provides a way to 
alter your audio and visual settings as 
well as use your MEMORY CARD. 


mAudio 
The Audio Menu allows you to adjust the 
volume levels of the commentary, the 
sound effects (SFX), and the music. You 
can also change the sound setting to 
either stereo or mono or turn it off entirely. 


@Display 
The Display Menu allows you to customize 
what appears on the game screen during a 
match. The Widescreen option allows you 
to set the view to be able to watch the 


match on a widescreen TV. The Radar 
option provides a small screen that will 
show the game screen on a miniature 
scale. This will allow you to view all of 
the players and their field positions 
during play. 


mMemory Card 
The MEMORY CARD Menu allows you 
to create or load a save file if you had 
not done so already when you initially 
started the game. You can also turn the 
Autosave feature ON/OFF from this 
menu. See Autosave on page 5 for 
more information. 


mSave Changes 
Use the Save Changes option only if 
you are not already using the 
Autosave feature. 


Custom Teams 

The Customize Team option enables 
you to customize the aspects of a 
team and use it to play any game 
mode. You can edit your team name, 
manager name, kits, player 
appearances, and skills of your 
team. You can also create players 
and even have some fun by adding 
you and your friends to a team. 
From the Custom Teams screen you 
can also load or delete any 
previously saved team from your 
MEMORY CARD or reset any 
customized team, which will return it 
to its default settings but will not 
remove it from your card. 


mCustom Teams Homepage 
When you choose a team from the 
Choose Team To Customize screen, 
you will be brought to the Custom 
Team Homepage where you can 
choose the areas of the team to 
customize. You can edit the manager 
name and appearance, team name, 


World Tour Soccer 2 


team management, team flag, team 
kit, and any of the players. Once you 
make changes to your team, you can 
save them to your MEMORY CARD 
using the Save Team option. 


Edit Manager Name/Edit Team Name 
The virtual keyboard will enable you to 
change the team and manager name. 


Edit Team Management 

Change the team’s starting 
players or change the player 
assignments such as the captain 
and specialty kickers. You can 
also change the team’s game 
strategies from this screen. See 
Team Management on page 12 
for more information. 


Edit Team Flag/Edit Team Kit 

You can edit the flag and the home 
and away kit styles of each team. 
The editing process is based on a 
layering system of which you 
choose a base color and then apply 
layers of styles on top of each 
other. Each flag or kit can be given 
several layers of design and color. 
Note that layer 0 applies only to the 
base color of the flag or kit. You 
cannot apply a design to this layer, 
only change its color by using the 
edit color function. By selecting 
layers 1 through 7 you can build up 
the design and colors of a flag or 
kit. Each subsequent design is 
layered over the previous design 
(e.g., the design of layer 2 will be 
placed over the design of layer 1). 
Start by selecting the base color for 
your design by highlighting the Edit 
Color option and pressing &. The 
color palette will be displayed and 
by pressing / GES you can 
scroll through all of the different 
color palettes. Press f/4/#/—™> 
to select a new color, and then 
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press @ to choose a color. You can 
then place up to seven layers over the 
top of the base layer. 


Note: Kits have a number of different 
parts that allow for layers such as 
collars, sleeves, shirts, shorts, and 
socks and others such as shirt number, 
short number, and badge that do not. 
Be sure to scroll through all of the kit 
parts to see what is available. 


Edit Player 

You can edit any player on your custom 
team’s current roster. You can also 
create a new player or replace/add a 
player from a different team. To edit a 
player, highlight a player on the squad 
and press @%. To replace a player or add 
a player into an empty slot, highlight a 
player or a slot labeled “EMPTY” and 
press ©. You will be brought to the 
Replace Player screen where you can 
choose a team and then select a player 
to add to your roster. 


Note: Any edit of a player that plays 
for multiple teams will be carried over 
to each team. 


Player Attributes 

You can adjust any of your player’s 
attributes by altering his ability level for 
each skill. Outfield players have 22 skill 
attributes and goalkeepers have 4. As 
you lower a skill level, the Remaining 
Skill level bar located at the top of the 
screen will increase, giving you points 
to increase other skill attributes. 
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Player Appearance 

You can customize the appearance of 
each player by changing his ethnic 
origin, head shape, face type, hair style, 
hair color, and more. At any point during 
the editing process, press / 
to rotate the player model and get a 
good view of his appearance. 


Note: Certain star player faces are 
created by a special graphic system in 
order to achieve the highest possible 
level of graphical realism. Their faces 
cannot be customized in the Edit 
Player Appearance screen. However, 
you can still customize all of their 
other attributes. 


Edit Player Kit 

From this screen you can customize 
the appearance of your player’s kit. 
You can choose whether he tucks in 
his shirt, the length of his sleeves, how 
high he pulls up his socks, and the 
color of his boots. 


mRecords 
User Records are a fun way to track the stats 
of teams that you have controlled. If you create 
user names and assign them to a team, as you 
play each game, your team stats (e.g., wins, 
losses, etc.) will be tracked and attached to 
your user name. At the completion of a 
competition, stats can be viewed for every user 
record name from the Compare Users screen. 
For as many of the user record names that are 
used to play a game, stats will be kept for each. 
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mClub Shop 


From the Records screen, you can edit 
up to eight user record names, clear a 
previously created user record name, 
compare user stats, view manager 
performances, check out the Trophy 
Cabinet, and visit the Club Shop. 


The Trophy Cabinet screen displays the 
hardware won during different 
competitions for every user record name. 
Each trophy will display the hardest 
difficulty level at which it was won. 


As you win in competitions, you will 
accumulate tokens that can be used in 
the Club Shop to purchase rewards 
such as special sound effects, playing 
fields, superteams, and transfer money 
boosts. Each reward will display the 
cost in tokens necessary to purchase it. 
As you highlight a reward you will see (7 
its information and how many tokens it 
costs. Some rewards require that you 
enable them before they can be used in 
a game. Once purchased, press & to 
enable your reward. You can disable a 
reward by pressing & again. 


Note: Only one set of sound effects 
can be enabled at one time. 
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3 Seas Sd gee es a RS 
‘Complete Controls Chart 
WTSs1 WTS2 WTS3 
4.4.4, Dorlet £.49,4, Dorlet £, 9, *orlett 
Move Player Analog Stick Analog Stick Analog Stick 
Sprint LR4 | ® 
Pause \< ee = 


Strategy Select Right Analog Stick Right Analog Stick Right Analog Stick 


Switch Player (x) 
Block Tackle ) @ @ 
Hook Tackle @ © ® 
Slide Tackle ® @ 10} 
Deliberate Foul R2 
Teammate 
Assist 

Rush Out (A) R2 
Short Pass e @ ® 
Shoot © @® >) 
Defensive © @ @ 
Clearance 


ER SES TES TR 
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Pea ET 


Aerial Pass 


Throughball 


Knock Ahead 


Deliberate Dive 


Step Over 


Spin 


Shimmy with 
Knock Ahead 


Shimmy with 
Knock Ahead 


One-Two 
Ground Pass 


One-Two 
Aerial Pass 


Give and Go 
Aerial Pass 


Give and Go 
Ground Pass 


Headed or 
Volleyed Pass 


Headed or 
Volleyed Shots 


Cancel a move 


ise 


wTs1 
® 


® 


Tap 

Hold 

Tap 
© Then @ 
@ Then @® 


@, then hold @, 
then release ® 


@, then hold @, 
then release @ 


@ 


fo} 


® 
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Tap 


Hold 


Tap 


@ Then ® 


@ Then © 


@, then hold @, 
then release @ 


@, then hold ©, 
then release © 


fo) 


® 
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Hold 


Tap 


Hold 


Tap 


© Then GE 


@ Then @® 


©, then hold iGEB, 
then release ZN 


@, then hold @, 
then release @ 


® 


@ 


cee tO ee 


_ World 


Tour Soccer 2005 


22 


989 SPORTS® 


| ir SR 
989 SPORTS°® 


World Tour Soccer 2005 
Notes | 


' 


23 


BES — 


World Tour Soccer 2005 989 SPORTS® 


Credits 


~ WORLD TOUR SOCCER 2005 


GAME CREDITS 


LONDON STUDIO 
PROGRAMMERS 


_ Mark Anderson, Chris Carty, Jon 


Chambers, Doug Cowan, Michael De 
Ruyter, Paul Denning, Tim Dinsdale, 
Paul Edridge, Andy Gill, Dave 


Goodall, Jordi Guerrero, Dom 


Hamon, Adam Doherty, Steve Jopling, 


Mike Lewin, David L’Hostis, Joe 
Milner-Moore, Ben Nicholson, Vegard 


Ovrelid, Barry Ptak, William Ratcliffe, 


Daniel Read, Paul Riga, Daniel 
Staple, Duncan Towers, Sean Turner, 
Simon Watson, Simon Whittaker, Ben 
Woodhall, Stephen Wright 


ART 
Rachel Bradley, James Broadley, Frazer 


Brown, Lee Dowsett, Dave Hamblin, 


Stephen Gould, Stuart Haskayne, Art 


_ Levanat, Bruce Millar, Edward Peretti, 


Paul Rance, Keith Ribbons (Lead), 
Gustavo Sanchez-Perez, Chris Solarski, 
Matthew Waddilove, Shane Warild 


GAME DESIGN 
Kevin Mason (Lead), Andrew Collins, 
Jamie Gerig, Simon Hermitage 


GRAPHIC DESIGN 
Oliver Wright with assistance from 
Andrew Hamilton 


SOUND 
Dan Bardino with assistance from 
Dave Ranyard and Garry Taylor 


TECHNICAL AND PROJECT LEAD 
Ben Fawcett 


PRODUCTION MANAGER 
Anne-Christine Gasc 


STUDIO MANAGER 
Jamie Macdonald 


VP OF DEVELOPMENT 
Phil Harrison 


STUDIO ADMINISTRATION 
Vicky Lord, Laura Owen, Erin Ryan, 
Carole Wright 


MANAGER OF SPECIAL PROJECTS 
Richard Milner 


EUROPEAN PRODUCT MANAGER 
Graham Brown 


EUROPEAN P.R. SOFTWARE 
MANAGER 
Stuart Turner 


EUROPEAN SUPPORT TEAM 


QA MANAGER 
Geoff Rens 


INTERNAL QA MANAGER 
Dave Parkinson 


INTERNAL QA SUPERVISOR 
Paul Tweedle 


LEAD TESTER 
Jason Platt 


TESTERS 

Rory Abbott, Matthew Adderley, Stephen 
Allen, Dale Ambrosius, Michael Aspinall, 
Chris Atkinson, Lorna Campbell, Jeremy 
Camps, Barclay Christmas, Mark Cooney, 
Andrew Durmey, Shaun Dumey, Graham 
Foxall, Antony Foy, Kieran Gaynor, Martin 
Gibney, Daniel Giles, Anthony Gill, Richard 
Grannell, Michael Green, Mark Halsall, lan 
Hawxwell, David Hill, Daniel Johnson, Simon 
King, Lee Langan, Gary Lightfoot, David 
Lyons, Alan Mawer, Alan Mcardle, Carl 
McKane, Kevin McKenzie, James 
McLoughlin, Graham Miller, Neil Moran, 
David Morgan, Jenny Newby, Lee O'Connor, 
Matthew Osborne, Neil Pemberton, Darren 
Perkins, Dave Pither, Liam Robertson, Marc 
Shannon, Mark Slade, Wayne Smith, Robert 
Sutton, Lee Thomas, Alex Tridimas, lan 
Tumbull, Anthony Weekes, Rob Young 


TRC TESTERS 
Paul French, John Hale, Michael Kennedy 


DUPLICATION 
Craig Duddle, Chris Stanley 


SUBMISSION QA MANAGER 
Dave Bennett 


QA LOCALIZATION SUPERVISOR 
Domenico Visone 


989 SPORTS”® 


QA LOCALIZATION LEAD TESTER 
Yannick Paulet 


QA LOCALIZATION TESTERS 

Yolanda Akil, Giorgio Anselmi, Tony Barros, 
Pauline Brisoux, Francois Castelain, Leire 
Corcuera, Sacha Fellica, Silvia Ferrero, 
Federico Inverni, Nadege Josa, William 
Kandot, Nadine Martin, Virginia Martin, 
Michael Morel, Stefano Moretti, Paolo 
Parrucci, Matthias Pokorny, Nicolas Rosay, 
Katharina Tropf, Sebastian Von Bischopink 
Localization - Vanessa Wood, Jenni Rees 


Commentary <English only> - Peter Drury 
and John Barnes 

Commentary <Spanish only> - Carlos 
Martinez and Julio Maldonado 
Commentary <French only> - Denis Balbir 
and Olivier Rouyer 

Commentary <Portugese only> - 
Fernandino Correira and Bernardino Barros 


MOTION CAPTURE ACTORS 

Arturo Bernhardt, Paul Canning, Brad 
Jones, Matt Norris, Matt Sherran, Richard 
Short, Daniel Williams 


The team would like to thank all at HOK 
Sport Ltd. 


As always... a special thank you to all our 
families, friends and loved ones for their 
patience and support during the 
development of this game. Especially at 
the end! 


989 SPORTS 
SENIOR PRODUCER 
C.J. Connoy 


» PRODUCER 
Lorne Asuncion 


DIRECTOR OR PRODUCT 
» DEVELOPMENT, SPORTS 
Scott Rohde 


LICENSING ACCOUNT MANAGER 
Kristin Mason 


DIRECTOR OF TECHNOLOGY 
Scott Murray 


: a 
World Tour Soccer 2005 


Se —e—e—eeEeEeEeEeEeEeEeEeEEeEE=>EE————— SEs 
Credits ; 


Special Thanks: 

Greg Becksted, Richard Bennett, Chip 
Capelik, Charles Connoy, Doug 
Damron, Derrell Jenkins, Jen Kacizak, 
Ken Kribs, Sven Nielsen, Russ 
Patterson, Tom Perrine, Glen Van Datta 


PRODUCT DEVELOPMENT 
FIRST PARTY QUALITY 
ASSURANCE 


DIRECTOR 
Michael Blackledge 


TEST TEAM 
Senior Manager 
Ritchard Markelz 


Test Manager 
Mike Veigel 


Title Game Test Engineers 
Monty Rimorin, Steve Schulte 


Component Team Game Test 
Engineer 
Cruz Garcia 


Analysts 

Rodger Aladray, Tyler Everett, Gabe 
Datte, Ray Kallmeyer, Mark MacBride, 
Mauricio Obando, Alex Warren, Chris 
Nakamura, Colin Richardson, Jonathin 
Morse, Brian Diestro, Samson Lui, Dustin 
Jennings, Justice Vancho, Tyler Gelvin, 
Joseph Schmedding, Justin Hanes, 
Travis Yunis, Robby Cheverton, Arturo 
Gonzalez, Greg Tyler, Matt Morgan 


TECHNOLOGY TEAM 
Technology Manager 
Kevin Simmons 


Lab Technician 
Vince Loughney 


Desktop Support Technician 
Jason Coker 


Web Support Technician 
Tim Brown 


SS 


yy 


Credits 


~ PROJECT MANAGEMENT TEAM 
Project Coordinator 
Jason Villa 
Release Coordinator 
Eric Ippolito 


Special Thanks: 
Lori Femandez, Ben Forrest, Andrew Moore 


MARKETING 
DIRECTOR, PRODUCT MARKETING 
Ami Blaire 


MANAGER, PRODUCT MARKETING 
Ed Loonam 


SPECIALIST, PRODUCT 
MARKETING 
Doug Panter 


DIRECTOR, PROMOTIONS 
Sharon Shapiro 


PROMOTIONS 

Andrew Adams, Janeen Anderson, 
Donna Armentor, Ami Brown, Blair 
Elliott, Bob Johnson, Natasha 
Mirosnkoff, and Tracy Ryder 


DIRECTOR, PUBLIC RELATIONS 
Molly Smith 


PUBLIC RELATIONS 

Carrie Altuvilla, Ron Eagle, Scott 
Goryl, Paul Murphy and Bragman 
Nyman Cafarelli 


LOYALTY & CHANNEL 
MARKETING 


SR. MERCHANDISING MANAGER 
Peggy Gallagher 


POINT OF PURCHASE MANAGER 
Josh Bingham 


DIRECT & ONLINE MARKETING 
DIRECTOR 
Steve Williams 


CREATIVE SERVICES 
DIRECTOR 
Ed DeMasi 


CREATIVE SERVICES MANAGER 
Jack Siler 


World Tour Soccer 200 


989 SPORTS°® 


CREATIVE SERVICES SPECIALIST 
TJ Consunji 


DOCUMENTATION 
David Lovalvo 


PACKAGING & MANUAL DESIGN 
Petrol Advertising 


PHOTOGRAPHY 
Getty Images 


LEGAL & BUSINESS AFFAIRS 


GENERAL COUNSEL 
Riley R. Russell 


DIRECTOR, LEGAL & BUSINESS 
AFFAIRS 
Lisa Lunger 


INTELLECTUAL PROPERTY 
ATTORNEY 
James P. Williams 


PARALEGALS 
Kirsten Costello, Marla Dressen, Sue 
Nopar, and Susan O'Driscoll 


Special Thanks: 

Carlos Ruiz, Rich Motzkin, Cari Goldberg, 
Dave Schifrin, Aaron McFarland, John Ries, 
Jesse Caid, Quinn Pham, Ryan Crosby, 
Jericho Cabaysa, Don Lacy, and Cyril Tano 


EXECUTIVE ACKNOWLEDGEMENT 
We would like to thank each individual at 
Sony Computer Entertainment of America 
for their contributions, support and dedication 
to the success of the World Tour Soccer 
2005 with special recognition to the 
Executive Management team including: 
Kaz Hirai 

Shuhei Yoshida 

Jim Bass 

Masayuki Chatani 

Andrew House 

Steve Ross 

Riley R. Russell 

Jack Tretton 

Marilyn Weyant 


j f 
989 SPORTS°® World Tour Soccer 2005 
Limited Warranty 4 


Sony Computer Entertainment America (SCEA) warrants to the original purchaser of this SCEA 
product that this software is free from defects in material and workmanship for a period of 
ninety (90) days from the original date of purchase. SCEA agrees for a period of ninety (90) 
days either repair or replace, at its option, the SCEA product. You must call 1-800-345-SONY 
(7669) to receive instructions to obtain repair/replacement services. 


This warranty shall not be applicable and shall be void if the defect in the SCEA product has 
arisen through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU 
OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY 
NATURE SHALL BE BINDING ON OR OBLIGATE SCEA. ANY IMPLIED WARRANTIES 
APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE 
NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL SCEA BE LIABLE FOR 
INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR 
MALFUNCTION OF THE SCEA SOFTWARE PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of consequential damages, so the above limitations and/or exclusions 
of liability may not apply to you. This warranty gives you specific legal rights, and you may also 
have other rights which vary from state to state. 
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*Voice Recognized Commands 


® * New Zone - Control Batting 
SPOR ] S Interactive Hot / Cold Zones 


True Trajectory Ball Physics 


_WWw.989sports.com MLB.com WWW.us.playstation.com 


‘The Champs are Back! 


Step Up to the Plate and 
Show What Youre Worth! 


nt 


Put yourself in the game as an All-New SportsCast Mana- 
MLB rookie with EyeToy™. ger lets you call the shots 
omar alone or head-to-head. 

See if you can become the 
next baseball mogul with 
All-New Franchise Mode. jay with All-Time Greats 
MLB Is Now Online* with and historical legends like 
head-to-head game play, live Babe Ruth, Lou Gehrig, Ty 
sports tickers & more. Cobb and more. 


“See inside back cover for legal information.” 


